Gaming machine. Program, and Server 



CROSS-REFERENCE TO RELATED APPLICATIONS 

This application is based upon and claims the benefit of 

priority fromthepriorJapanesePatentApplicationNo. 2002-208864 
filed on July 17 in 2002, the entire contents of which are 
incorporated herein by reference. 

BACKGROUND OF THE INVENTION 
FIELD OP THE INVENTION 

This invention relates to a gaining machine, a program, and 
a server. 

RELAXED ART 

A bingo game is played in parties and other events . In the 
bingo game, a card forming a matrix which has some numerals from 
1 to 75 allocated to respective cells of the matrix with five rows 
aligned vertically and five columns aligned horizontally is used. 
In accordance with selection by a lottery, a hole is made in each 
cell if an allocated number to the cell matches a selected number 
at each lottery occasion so that a card holder wins the game if 
his card has holes made along a vertical, horizontal, or diagonal 
line first. 

This bingo game is simple in rules and, unlike lottery methods 
with which the results become known in an instant, it provides 
such effects as keeping one in suspense when a hole cannot be opened 
quickly and the anticipation of completing a row with just one 
more hole, and is thus enjoyed by many people regardless of age 
or gender. 
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While bingo cards made of paper are usually used when the 
bingo game is played at a party, various computer gaming machines 
simulating the game have also been developed and are installed 
in many gaming halls and arcades. 

The gaming machine, etc. described in Japanese Unexamined 
Patent Publication No. 2001-162046 can be given as an example of 
a bingo gaming machine that is installed in a game hall. 

However, since the bingo game is simple in rules, its results 
are affected only by luck and it can be said that there is no 
intervention whatsoever of a player ' s j udgment . Though a player 
may have a right to select a bingo card, if the numbers are just 
aligned randomly, the standard for this selection may be trivial. 
That is because I like this number, or because I feel that I can 
win with the second from the right, etc. It can thus be said that 
most players select cards randomly. 

Strategy and other thought processes for influencing the 
result are thus unnecessary for a player playing a bingo game and 
a player thus leaves the game result up to luck. It is therefore 
not an overstatement to say that a player simply enjoys the process 
leading up to the result. 

Although some entertainment may be made during such process , 
it can be readily imagined that there is popularity of various 
games that allow players to utilize their own skills even if they 
can affect the game result only to a small degree. 

Japanese Patent No. 2579739 discloses an invention with which 
a cell shift is enabled in accordance with the making effective 
of the respective cells during a game. Players are thus enabled 
to make judgments for completing a line more quickly than was 
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possible priorly. 

However , such a judgment simply enables cells that have become 
effective at that point to concentrate in a single row, and since 
similar shifts are selected by everyone, differences in judgment 
do not arise among players and it was difficult to make the 
personality of player be reflected in the judgments. 

SUMtlZ^BY OF THE INVENTION 

According to this invention, it is an object to provide, 
for a bingo game or another game using a matrix card, a gaming 
machine to which is added an element of a puzzle game that enables 
a player to make a selection that can influence the game result. 

In another aspect of this invention, a gaming machine is 
provided, wherein the designs of playing cards and so on are used 
in the respective cells of a matrix card, such that a game is started 
after allowing the cells to be shifted by the decision of each 
player, and that the game is won when all cells of a single line 
are made effective by lotteries so that a winning combination of 
a poker game, etc., is formed along this line. 

To be more specific , according to this invention the following 
is provided. 

(1) In a gaming machine, wherein a symbol is indicated in 
each of the cells of a matrix comprising five rows and five columns 
and with which, when a symbol selected randomly by a lottery matches 
a symbol allocated to one of the above-mentioned cells, that cell 
becomes effective and a predetermined benefit is provided to a 
player in accordance with the conditions of the cells that have 
become effective as a result of repeating the above-mentioned 
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lottery a predetermined number of times; a gaming machine 
comprising: a symbol allocation means , using the designs of a deck 
of playing cards as the above-mentioned symbols and allocating 
the symbols in all of the cells of the above-mentioned matrix; 
an outer peripheral cell shift means, shifting the symbol, 
displayed in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, along the 
outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell; 
an inner peripheral cell shift means, shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell, at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell, and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
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peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 
determination means , carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells by the 
above-mentioned symbol allocation means and, when all cells of 
a line, made up of cells that indicate a combination of symbols 
expressing a winning combination in a poker game , become effective , 
determining, in accordance with the above-mentioned winning 
combination, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player. 

With the above-described invention of (1) , by arranging a 
gaming machine, such as a so-called ^bingo gaming machine," in 
which cells of a matrix allocated to a player are made effective 
in accordance with a lottery, to have "a symbol allocation means, 
using the designs of a deck of playing cards as the above-mentioned 
symbols and allocating the symbols in all of the cells of the 
above-mentioned matrix; an outer peripheral cell shift means, 
shifting the symbol , displayed in one of the outer peripheral cells 
positioned adjacent to the outer periphery of the above-mentioned 
matrix, along the outer periphery of the above-mentioned matrix 
to an outer peripheral cell adjacent to the above-mentioned outer 
peripheral cell, at the same time shifting the symbol displayed 
in the above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
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an outer peripheral cell adjacent to said outer peripheral cell; 
an inner peripheral cell shift means, shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell, at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell, and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 
determination means, carrying out a game using the matrix having 
S3^ols allocated in all of the above-mentioned cells by the 
above-mentioned symbol allocation means and, when all cells of 
a line, made up of cells that indicate a combination of symbols 
express ing a winning combination in a poker game , become effective , 
determining, in accordance with the above-mentioned winning 
combination, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player," the fun of 
a ^'bingo game" of anticipating whether or not a line of effective 
cells will be completed can be combined with the fun of a 'poker 
game" of changing the combinations of symbols displayed in 
effective cells to complete a winning combination along a line 
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and change the quantity of game media disbursed upon completion 
of this line and the fun of a "puzzle game" of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement of highmultiplication factor can be obtained, thereby 
enabling a new way of enjoying a game in which the aim is not just 
to complete any line among the plurality of lines in a given card 
in a *bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 
to the quantity of game media disbursed varies according to the 
winning combination of a completed line. 

The bingo game has been played in parties and other events , 
and due to being simple in rules, it is enjoyed by many people 
regardless of age or gender. Though in an event, *bingo cards," 
made of paper, are used in this «bingo game," various computer 
gaming machines simulating this game have also been developed and 
are installed in many game halls. 

However , since the '"bingo game" is simple in rules , its results 
are affected only by luck and it can be said that there is no 
intervention whatsoever of a player's judgment. Though a player 
has the right of selection in selecting a "bingo card," if the 
numbers are just aligned randomly, the standard for this selection 
will be a trivial one, such as "because I like this niamber" or 
"I feel that I can win with the second from the right," etc. 

For such a problem. Patent No. 2579739 proposes an invention 
with which the shift of cells is enabled in accordance with the 
making effective of the respective cells during a game . Players 
are thus enabled to make j udgments for completing a line more quickly 
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than was possible priorly. 

However, such a j udgment simply enables cells that have become 
effective at that point to concentrate in a single row, differences 
in judgment do not arise among players and it was difficult to 
make the personality of player be reflected in the judgments. 

Thus as in the present invention, by arranging a game to 
proceed using the designs of a deck of playing cards in place of 
the numbers in the conventional *bingo game" and arranging so that 
when a line is completed and the combination of the corresponding 
symbols form a winning combination of a "^poker game, " the quantity 
of game media disbursed is determined in accordance with this 
winning combination, the disbursed quantity of game media that 
a player can receive can be made to vary according to how cells 
are shifted in a selected matrix and the player can thus be made 
to ponder about the shift of the cells. 

(2) In a gaming machine, wherein a symbol is indicated in 
each of the cells of a matrix, with which the number of cells making 
up a row is the same as the number of cells making up a column 
and with which when a symbol selected randomly by a lottery matches 
a symbol allocated to one of the above-mentioned cells, that cell 
becomes effective and a predetermined benefit is provided to a 
player in accordance with the conditions of the cells that have 
become effective as a result of repeating the above-mentioned 
lottery a predetermined number of times; a gaming machine 
comprising: a symbol allocation means, using the designs of a set 
of mahjong tiles as the above-mentioned sjrmbols and allocating 
the symbols in all of the cells of the above-mentioned matrix; 
an outer peripheral cell shift means, shifting the symbol, 
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display d in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, along the 
outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell; 
an inner peripheral cell shift means, shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell , at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell, and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 
determination means, carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells by the 
above-mentioned symbol allocation means and, when all cells of 
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a line, made up of cells that indicate a combination of symbols 
expressing a predetermined combination^ become effective, 
determining, in accordance with the above-mentioned combination, 
the magnitude of disbursement of game media or the multiplication 
5 factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player. 

With the above-described invention of (2) , by arranging a 
gaming machine, such as a so-called ^bingo gaming machine," in 
which cells of a matrix allocated to a player are made effective 

10 in accordance with a lottery, to have **a symbol allocation means, 
using the designs of a set of mahjong tiles as the above-mentioned 
symbols and allocating the symbols in all of the cells of the 
above-mentioned matrix; an outer peripheral cell shift means, 
shifting the symbol , displayed in one of the outer peripheral cells 

15 positioned adjacent to the outer periphery of the above-mentioned 
matrix, along the outer periphery of the above-mentioned matrix 
to an outer peripheral cell adjacent to the above-mentioned outer 
peripheral cell, at the same time shifting the symbol displayed 
in the above-mentioned adjacent outer peripheral cell along the 

20 above-mentioned outer periphery to yet another adjacent outer 
peripheral cell^ and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral ceil is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell; 

25 an inner peripheral cell shift means, shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
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the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell, at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
5 inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adj acent inner peripheral cell , and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 

10 to said inner peripheral cell; and a disbursement value 
determination means, carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells by the 
above-mentioned symbol allocation means and, when all cells of 
a line, made up of cells that indicate a combination of symbols 

15 expressing a predetermined combination, become effective, 
determining, in accordance with the above-mentioned combination, 
the magnitude of disbursement of game media or the multiplication 
factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player," the fun of a ''bingo game" 

20 of anticipating whether or not a line of effective cells will be 
completed can be combined with the fun of a '^mahjong game" of the 
quantity of game media disbursed being determined according to 
a winning combination formed by a combination of symbols indicated 
by the effective cells and the fun of a '^puzzle game" of pondering 

25 how to shift the cells to form a winning combination by which a 
game media disbursement of high multiplication factor can be 
obtained, thereby enabling a new way of enjoying a game in which 
the aim is not just to complete any line among the plurality of 
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lines in a given card in a ^bingo game" but in which a winning 
combination can be completed by rearranging, according to rules, 
the symbols displayed on the card and the multiplication factor 
of disbursement with respect to the quantity of gamemedia disbursed 
varies according to the winning combination of a completed line 
and also enabling the provision of a new gamingmachine that differs 
from the above-described invention of (1) in the designs and 
combinations of symbols that are winning combinations. 

Since priorly, «bingo games" have been played in parties 
and other events, and due to being simple in rules, it is enjoyed 
by many people regardless of age or gender. Though in an event, 
'"bingo cards, * made of paper, are used in this bingo game, various 
computer gaming machines simulating this game have also been 
developed and are installed in many game halls. 

However, since the "bingo game" is simple in rules , its results 
are affected only by luck and it can be said that there is no 
intervention whatsoever of a player's judgment. Though a player 
has the right of selection in selecting a ^bingo card," if the 
numbers are just aligned randomly, the standard for this selection 
will be a trivial one, such as "because T like this number" or 
"I feel that I can win with the second from the right," etc. 

For such a problem. Patent No. 2579739 proposes an invention 
with which the shift of cells is enabled in accordance with the 
making effective of the respective cells during a game. Players 
are thus enabled to make judgments for completing a linemore quickly 
than was possible priorly. 

However, such a j udgment simply enables cells that have become 
effective at that point to concentrate in a single row, differences 
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in judgment do not arise among players and it was difficult to 
make the personality of player be reflected in the judgments. 

Thus as in the present invention, by arranging a game to 
proceed using the designs of a set of mahjong tiles in place of 
the numbers in the conventional "bingo game" and using, for example, 
an eight-row by eight-colvunn matrix, and arranging so that when 
a line is completed and the combination of the corresponding symbols 
form a combination that can be associated with a winning combination 
of mahjong, which is made up of a combination of two sets of three 
symbols each and a combination of a set of two of the same symbols, 
the disbursed quantity of game media that a player can receive 
can be made to vary according to how cells are shifted in a selected 
matrix and the player can thus be made to ponder about the shift 
of the cells. 

{3) The gaming machine as set forth in (l) or (2> , wherein 
the above-mentioned symbol allocation means makes the 
above-mentioned symbols be aligned so that, depending on the 
results of shift of the above-mentioned outer peripheral cells 
and the above-mentioned inner peripheral cells by the 
above-mentioned outer peripheral cell shift means and inner 
peripheral cell shift means, a combination of symbols, among a 
plurality of poker game winning combinations that enable the 
provision of benefit to an above-mentioned player in the form of 
a quantity of game media disbursed or a multiplication factor of 
disbursement with respect to the quantity of game media betted 
by the above-mentioned player of a predetermined standard or more , 
will be aligned in at least one or more of the above-mentioned 
plurality of lines. 
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With the above-described invention of (3) , by arranging the 
gamingmachineassetforthin (1) or (2) so that '^the above-mentioned 
symbol allocationmeans aligns the above-mentioned symbols so that , 
depending on the results of shift of the above-mentioned outer 
peripheral cells and the above-mentioned inner peripheral cells 
by the above-mentioned outer peripheral cell shift means and inner 
peripheral cell shift means, a combination of symbols, among a 
plurality of poker game winning combinations that enable the 
provision of benefit to an above-mentioned player in the form of 
a quantity of game media disbursed or a multiplication factor of 
disbursement with respect to the quantity of game media betted 
by the above-mentioned player of a predetermined standard or more , 
will be aligned in at least one or more of the above-^mentioned 
plurality of lines," it becomes possible for a player to always 
anticipate the provision of benefit of a certain level or more. 

With the gaming machine of (1) , since a matrix presented 
to a player is arranged with randomly selected playing card designs 
being aligned, though on one hand, a player can enjoy the fun of 
a ^puzzle game," on the other hand, depending on the result of 
selection of the designs , no winning combinations may be completed 
at all no matter how the cells are shifted or even if a winning 
combination is completed, the winning combination may be a ^one 
pair," ^two pairs," or other winning combination that is low in 
the quantity of game media disbursed or low in the multiplication 
factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player. 

Thus by arranging, as in the present invention, so that a 
winning combination, which enables the provision of benefit to 
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an above-mentioned player in the form of a quantity of game media 
disbursed or a multiplication factor of disbursement with respect 
to the quantity of game media betted by the above-mentioned player 
of a predetermined standard or more, will always be included in 
the matrix presented to the above-mentioned player, it becomes 
possible for a player to anticipate the provision of benefit of 
a certain level or more not matter which card the player chooses 
and the player's interest can thus be drawn further • 

(4) The gaming machine as set forth in any of (1) to (3) , 
comprising: a valid line determination means, which determines, 
in accordance with the quantity of game media betted by a player, 
the nxamber and positions of lines, among the above-mentioned 
plurality of lines, with which disbursement of game media can be 
carried out when all cells aligned therein become effective. 

With the above-described invention of (4) , by arranging the 
gaming machine as set forth in any of (1) to (3) so as to have 
^a valid line determination means, which determines , in accordance 
with the quantity of game media betted by a player, the number 
and positions of lines, among the above-mentioned plurality of 
lines, with which disbursement of game media can be carried out 
when all cells aligned therein become effective,"' it becomes 
possible to select the number of lines subject to betting (shall 
be referred to hereinafter as ^effective" where suitable) in 
accordance with the quantity of game media betted by a player and 
adjust the quantity of game media betted in accordance with the 
magnitude of the multiplication factor of disbursement upon 
completion of lines, thus enabling the selection of a player to 
have a large influence on the game result. 
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With a conventional ^bingo game," it was sufficient for any 
one of the vertical, horizontal, anddiagonallines tobe completed. 

However, with the game by this invention, since not only 
must a line be simply be completed but the multiplication factor 
5 of disbursement of game media varies according to the combination 
of symbols in the completed line, the value of a line for a player 
will differ among lines with which a high disbursement 
multiplication factor can be anticipated, lines with which a low 
disbursement multiplication factor can be anticipated, and lines 
10 with which no disbursement can be anticipated. 

Thus with this invention, by making not the entirety of a 
single matrix be a subject of betting but by making each line among 
a plurality of lines in a single matrix be a subject of betting, 
the ranges of a player's selection and strategy are expanded and 
15 the provision of a gaming machine that is more interesting is 
enabled. 

For example, a selection, such as betting a single coin, 
which is game media, on a line having a '^^four card" as a winning 
combination, betting five coins on a line having a '^^two pairs" 
20 as a winning combination, and not betting even a single coin on 
another line having a ^one pair*^ as a winning combination, is 
enabled. 

(5) The gaming machine as set forth in any of (1) to (4) , 
comprising: a prior cell effective means, which makes a part of 
2 5 the cells of the above-mentioned matrix effective in accordance 
with a lottery. 

With the above-described invention of (5) , by arranging the 
gaming machine as set forth in any of (1) to (4) so as to have 
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"a prior aell effective means, which makes a part of the cells 
of the above-mentioned matrix effective in accordance with a 
lottery,'^ the shortening of the game time by quick completion of 
a line can be anticipated and a player can be made to anticipate 
ease of completion of a line. 

In the original «poker game," with the exception of special 
winning combinations , various hand card combinations that can make 
up a winning combination exist. For example, in the case of ^two 
pairs , " as long as the four cards that form two pairs are determined, 
the remaining card may be any card. 

However, with the game by this invention, since the positions 
of the symbols are determined in advance and since all of the symbols 
indicated in five cells of a line must be made effective no matter 
what winning combination the combination along the line forms, 
a large number of lotteries is required to complete a line. 

Thus with this invention, by making a part of the cells 
effective by a lottery in advance and thereby enabling the line, 
having these cells that have been made effective, to be completed 
by the making effective the cells besides these effective cells, 
the shortening of the game time can be anticipated. Also a player 
canbemade to anticipate early completion of the line, thus enabling 
the interest of the player to be drawn. 

Also since in the case where the designs of mahjong tiles 
are used as in the gaming machine of (2) , the number of cells can 
become large in comparison to the gaming machine of (1) , this 
invention enables the progress of the game to be quickened. 

(6) In a gaming machine, wherein a symbol is indicated in 
each of the cells of a matrix comprising five rows and five columns 
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and with which when a symbol selected randomly by a lottery matches 
a symbol allocated to one of the above-mentioned cells, that cell 
becomes effective and a predetermined benefit is provided to a 
player in accordance with the conditions of the cells that have 
5 become effective as a result of repeating the above-mentioned 
lottery a predetermined number of times; a gaming machine 
characterized in that the designs of a deck of playing cards are 
used as the above-mentioned symbols, the symbols are allocated 
in all of the cells of the above-mentioned matrix, the symbol, 

10 displayed in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, is shifted 
along the outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 

15 above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell and these processes are executed on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 

20 an outer peripheral cell adjacent to said outer peripheral cell, 
the symbol, displayed in one of the inner peripheral cells 
positioned inwardly adjacent to the above-mentioned outer 
peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 

25 above-mentionedmatrix, is shifted along the above-mentioned outer 
peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell at the same time shifting 
the symbol displayed in the above-mentioned adjacent inner 
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peripheral cell along the above-mentioned outer peripheral cells 
to yet another adjacent inner peripheral cell and these processes 
are executed on all inner peripheral cells so that for each of 
all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell, a game is carried out using the 
matrix obtained by the above-mentioned positioning, and, when all 
cells of a line, made up of cells that indicate a combination of 
symbols expressing a winning combination in a poker game, become 
effective, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player is determined 
according to the above-mentioned winning combination. 

With the above-described invention of <6) , by arranging a 
gaming machine, such as a so-called «bingo gaming machine," in 
which cells of a matrix allocated to a player are made effective 
in accordance with a lottery, so that ^*the designs of a deck of 
playing cards are used as the above-mentioned symbols, the symbols 
are allocated in all of the cells of the above-mentioned matrix, 
the symbol, displayed in one of the outer peripheral cells 
positioned adjacent to the outer periphery of the above-mentioned 
matrix, is shifted along the outer periphery of the above-mentioned 
matrix to an outer peripheral cell adjacent to the above-mentioned 
outer peripheral cell, at the same time shifting the symbol 
displayed in the above-mentioned adjacent outer peripheral cell 
along the above-mentioned outer periphery to yet another adjacent 
outer peripheral cell and these processes are executed on all outer 
peripheral cells so that for each of all outer peripheral cells, 
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the symbol display d in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell, 
the symbol, displayed in one of the inner peripheral cells 
positioned inwardly adjacent to the above-mentioned outer 
5 peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 
above**mentionedmatrix, is shifted along the above-mentioned outer 
peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell at the same time shifting 

10 the symbol displayed in the above-mentioned adjacent inner 
peripheral cell along the above-mentioned outer peripheral cells 
to yet another adjacent inner peripheral cell and these processes 
are executed on all inner peripheral cells so that for each of 
all inner peripheral cells, the symbol displayed in the inner 

15 peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell, a game is carried out using the 
matrix obtained by the above-mentioned positioning, and, when all 
cells of a line, made up of cells that indicate a combination of 
symbols expressing a winning combination in a poker game, become 

20 effective, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player is determined 
according to the above-mentioned winning combination," the fun 
of a "bingo game" of anticipating whether or not a line of effective 

25 cells will be completed can be combined with the fun of a ^poker 
game" of changing the combinations of symbols displayed in 
effective cells to complete a winning combination along a line 
and change the quantity of game media disbursed upon completion 
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of this line and the fun of a ""puzzle game" of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement ofhighmultiplication factor canbe obtained, thereby 
enabling a new way of enjoying a game in which the aim is not just 
5 to complete any line among the plurality of lines in a given card 
in a ^bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 
to the quantity of game media disbursed varies according to the 

10 winning combination of a completed line. 

Since priorly, "bingo games'' have been played in parties 
and other events, and due to being simple in rules, it is enjoyed 
by many people regardless of age or gender. Though in an event, 
^bingo cards, " made of paper, are used in this bingo game, various 

15 computer gaming machines simulating this game have also been 
developed and are installed in many game halls. 

However, sincethe^bingo game" is simple in rules, its results 
are affected only by luck and it can be said that there is no 
intervention whatsoever of a player's judgment. Though a player 

20 has the right of selection in selecting a "^bingo card," if the 
nxunbers are just aligned randomly, the standard for this selection 
will be a trivial one, such as ^because I like this number" or 
""l feel that I can win with the second from the right," etc. 

For such a problem. Patent No, 2579739 proposes an invention 

25 with which the shift of cells is enabled in accordance with the 
making effective of the respective cells during a game. Players 
are thus enabled to make judgments for completing a line more quickly 
than was possible priorly. 
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However, such a j udgment simply enables cells that have become 
effective at that point to concentrate in a single row, differences 
in judgment do not arise among players and it was difficult to 
make the personality of player be reflected in the judgments. 
5 Thus as in the present invention, by arranging a game to 

proceed using the designs of a deck of playing cards in place of 
the numbers in the conventional ^bingo game'*' and arranging so that 
when a line is completed and the combination of the corresponding 
symbols form a winning combination of a ^poker game, the quantity 

10 of game media disbursed is determined in accordance with this 
winning combination, the disbursed quantity of game media that 
a player can receive can be made to vary according to how cells 
are shifted in a selected matrix and the player can thus be made 
to ponder about the shift of the cells 

15 According to this invention, the following may be provided. 

In a gaming machine, wherein a symbol is indicated in each 
of the cells of a matrix, with which the number of cells making 
up a row is the same as the number of cells making up a column 
and with which when a symbol selected randomly by a lottery matches 

2 0 a symbol allocated to one of the above-mentioned cells, that cell 
becomes effective and a predetermined benefit is provided to a 
player in accordance with the conditions of the cells that have 
become effective as a result of repeating the above-mentioned 
lottery a predetermined number of times; a gaming machine 

25 characterized in that the designs of a deck of playing cards are 
used as the above-^mentioned symbols, the symbols are allocated 
in all of the cells of the above-mentioned matrix, the symbol, 
J displayed in one of the outer peripheral cells positioned adjacent 
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to the outer periphery of the above-mentioned matrix, is shifted 
along the outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
5 above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell and these processes are executed on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 

10 an outer peripheral ceil adjacent to said outer peripheral cell, 
the symbol, displayed in one of the inner peripheral cells 
positioned inwardly adjacent to the above-mentioned outer 
peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 

15 above-mentioned matrix, is shifted along the above-mentioned outer 
peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell at the same time shifting 
the symbol displayed in the above-mentioned adjacent inner 
peripheral cell along the above-mentioned outer peripheral cells 

20 to yet another adjacent inner peripheral cell and these processes 
are executed on all inner peripheral cells so that for each of 
all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell, a game is carried out using the 

25 matrix obtained by the above-mentioned positioning, and, when all 
cells of a line, made up of cells that indicate a combination of 
symbols expressing a predetermined combination , become effective , 
the magnitude of disbursement of game media or the multiplication 
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factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player is deteirmined according to 
the above-mentioned combination. 

With the above-described invention, by arranging a gaming 
5 machine, such as a so-called ^bingo gaming machine / " in which cells 
of a matrix allocated to a player are made effective in accordance 
with a lottery, so that ^the designs of a set of mahjong tiles 
are used as the above-mentioned symbols , the symbols are allocated 
in all of the cells of the above-mentioned matrix, the symbol, 

10 displayed in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, is shifted 
along the outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 

15 above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell and these processes are executed on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 

20 an outer peripheral cell adjacent to said outer peripheral cell, 
the symbol, displayed in one of the inner peripheral cells 
positioned inwardly adjacent to the above-mentioned outer 
peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 

25 above-mentionedmatrix, is shifted along the above-mentioned outer 
peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell at the same time shifting 
the symbol displayed in the above-mentioned adjacent inner 
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peripheral cell along the above-mentioned outer peripheral cells 
to yet another adjacent inner peripheral cell and these processes 
are executed on all inner peripheral cells so that for each of 
all inner peripheral cells, the symbol displayed in the inner 
5 peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell, a game is carried out using the 
matrix obtained by the above-mentioned positioning, and, when all 
cells of a line, made up of cells that indicate a combination of 
symbols expressing a predetermined combination, become effective, 

10 the magnitude of disbursement of game media or the multiplication 
factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player is determined according to 
the above--mentioned combination," the fun of a '^bingo game'' of 
anticipating whether or not a line of effective cells will be 

15 completed can be combined with the fun of a ^mahj onggame" of changing 
the combinations of symbols displayed in effective cells to 
complete a winning combination along a line and change the quantity 
of game media disbursed upon completion of this line and the fun 
of a ^puzzle game" of pondering how to shift the cells to form 

20 a winning combination by which a game media disbursement of high 
multiplication factor can be obtained, thereby enabling a new way 
of enjoying a game in which the aim is not just to complete any 
line among the plurality of lines in a given card in a ^bingo game" 
but in which a winning combination can be completed by rearranging , 

25 according to rules, the symbols displayed on the card and the 
multiplication factor of disbursement with respect to the quantity 
of game media disbursed varies according to the winning combination 
of a completed line. 
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(7) In a program used in a gaining machine, wherein a symbol 
is indicated in each of the cells of a matrix comprising five rows 
and five columns and with which, when a symbol selected randomly 
by a lottery matches a symbol allocated to one of the above-mentioned 
5 cells, that cell becomes effective and a predetermined benefit 
is provided to a player in accordance with the conditions of the 
cells that have become effective as a result of repeating the 
above-mentioned lottery a predetermined number of times ; a program 
characterized in making the gaming machine execute: a symbol 

10 allocating step of using the designs of a deck of playing cards 
as the above-mentioned symbols and making the symbols be allocated 
in all of the cells of the above-mentioned matrix; an outer 
peripheral cell shift step of shifting the symbol, displayed in 
one of the outer peripheral cells positioned adjacent to the outer 

15 periphery of the above-mentioned matrix, along the outer periphery 
of the above-mentioned matrix to an outer peripheral cell adjacent 
to the above-mentioned outer peripheral cell, at the same time 
shifting the symbol di splayed in the above-mentioned ad j acent outer 
peripheral cell along the above-mentioned outer periphery to yet 

20 another adjacent outer peripheral cell, and executing these 
processes on all outer peripheral cells so that for each of all 
outer peripheral cells, the symbol displayed in the outer 
peripheral cell is shifted to an outer peripheral cell adjacent 
to said outer peripheral cell; an inner peripheral cell shift step 

25 of shifting the symbol, displayed in one of the inner peripheral 
cells positioned inwardly adjacent to the above-mentioned outer 
peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 

i 
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above-mentioned matrix, along the above-mentioned outer 
peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell, at the same time shifting 
the symbol displayed in the above-mentioned adjacent inner 
5 peripheral cell along the above-mentioned outer peripheral cells 
to yet another adjacent inner peripheral cell , and executing these 
processes on all inner peripheral cells so that for each of all 
inner peripheral cells, the ssrobol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 

10 to said inner peripheral cell; and a disbursement value 
determination step of carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells in the 
above-mentioned symbol allocating step and^ when all cells of a 
line, made up of cells that indicate a combination of symbols 

15 expressing a winning combination in a poker game, become effective, 
making the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player be determined 
in accordance with the above-mentioned winning combination. 

20 With the above-described invention of (7) , by arranging for 

a gaming machine, such as a so-called **bingo gaming machine, in 
which cells of a matrix allocated to a player are made effective 
in accordance with a lottery , a program that makes the gamingmachine 
execute ^^a symbol allocating step of using the designs of a deck 

25 of playing cards as the above-mentioned symbols and making the 
symbols be allocated in all of the cells of the above-mentioned 
matrix ; an outer peripheral cell shift step of shifting the symbol , 
displayed in one of the outer peripheral cells positioned adjacent 
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to the outer periphery of the above-mentioned matrix, along the 
outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
5 above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 

10 an outer peripheral cell adjacent to said outer peripheral cell; 
an inner peripheral cell shift step of shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 

15 the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell , at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
inner peripheral cell along the above-mentioned outer peripheral 

20 cells to yet another adjacent inner peripheral cell, and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 

25 determination step of carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells in the 
above-mentioned symbol allocating step and, when all cells of a 
line, made up of cells that indicate a combination of symbols 
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expressing a winning combination in a poker game , become effective , 
making the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player be determined 
5 in accordance with the above-mentioned winning combination," the 
fun of a "'bingo game'' of anticipating whether or not a line of 
effective cells will be completed can be combined with the fun 
of a **poker game" of changing the combinations of symbols displayed 
in effective cells to complete a winning combination along a line 

10 and change the quantity of game media disbursed upon completion 
of this line and the fun of a ^puzzle game" of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement of highmultiplication factor can be obtained, thereby 
enabling a new way of enjoying a game in which the aim is not just 

15 to complete any line among the plurality of lines in a given card 
in a **bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 
to the quantity of game media disbursed varies according to the 

20 winning combination of a completed line. 

Since priorly, ^'bingo games" have been played in parties 
and other events, and due to being simple in rules, it is enjoyed 
by many people regardless of age or gender • Though in an event, 
'"bingo cards," made of paper, are used in this bingo game, various 

25 computer gaming machines simulating this game have also been 
developed and are installed in many game halls. 

However, since the ^bingo game" is simple in rules, its results 
are affected only by luck and it can be said that there is no 
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intervention whatsoever of a player's judgment* Though a player 
has the right of selection in selecting a ^^bingo card,'' if the 
numbers are just aligned randomly, the standard for this selection 
will be a trivial one, such as '^because I like this number'' or 
S feel that I can win with the second from the right," etc. 

For such a problem, Patent No. 2579739 proposes an invention 
with which the shift of cells is enabled in accordance with the 
making effective of the respective cells during a game. Players 
are thus enabled to make j udgments for completing a 1 ine more quickly 

10 than was possible priorly. 

However , such a j udgment s imply enables cells that have become 
effective at that point to concentrate in a single row, differences 
in judgment do not arise among players and it was difficult to 
make the personality of player be reflected in the judgments. 

15 Thus as in the present invention, by arranging a program 

to make a game proceed using the designs of a deck of playing cards 
in place of the numbers in the conventional "bingo game" and so 
that when a line is completed and the combination of the 
corresponding symbols form a winning combination of a "poker game , " 

20 the quantity of game media disbursed is determined in accordance 
with this winning combination , the disbursed quantity of game media 
that a player can receive can be made to vary according to how 
cells are shifted in a selected matrix and the player can thus 
be made to ponder about the shift of the cells, 

25 According to this invention, the following may also be 

provided. 

In a program used in a gaming machine, wherein a symbol is 
indicated in each of the cells of a matrix, with which the number 
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of cells making up a row is the same as the number of cells making 
up a column and with which when a symbol selected randomly by a 
lottery matches a symbol allocated to one of the above-mentioned 
cells, that cell becomes effective and a predetermined benefit 
5 is provided to a player in accordance with the conditions of the 
cells that have become effective as a result of repeating the 
above-mentioned lottery a predetermined number of times ; a program 
characterized in making the gaming machine execute: a symbol 
allocating step of using the designs of a set of mahjong tiles 

10 as the above-mentioned symbols and making the symbols be allocated 
in all of the cells of the above-mentioned matrix; an outer 
peripheral cell shift step of shifting the symbol, displayed in 
one of the outer peripheral cells positioned adjacent to the outer 
periphery of the above-mentioned matrix, along the outer periphery 

15 of the above-^mentioned matrix to an outer peripheral cell adjacent 
to the above-mentioned outer peripheral cell, at the same time 
shifting the symbol displayed in the above-mentioned ad j acent outer 
peripheral cell along the above-mentioned outer periphery to yet 
another adjacent outer peripheral cell, and executing these 

20 processes on all outer peripheral cells so that for each of all 
outer peripheral cells, the symbol displayed in the outer 
peripheral cell is shifted to an outer peripheral cell adjacent 
to said outer peripheral cell; an inner peripheral cell shift step 
of shifting the symbol, displayed in one of the inner peripheral 

25 cells positioned inwardly adjacent to the above-mentioned outer 
peripheral cells in a region surrounded by all outer peripheral 
cells positioned adjacent to the outer periphery of the 
above-mentioned matrix, along the above-mentioned outer 
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peripheral cells to an inner peripheral cell adjacent to the 
above-mentioned inner peripheral cell, at the same time shifting 
the symbol displayed in the above-mentioned adjacent inner 
peripheral cell along the above-mentioned outer peripheral cells 
5 to yet another adj acent inner peripheral cell , and executing thes 
processes on all inner peripheral cells so that for each of all 
inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 

10 determination step of carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells by the 
above-mentioned positioning and, when all cells of a line, made 
up of cells that indicate a combination of symbols expressing a 
predetermined combination, become effective, making the magnitude 

15 of disbursement of game media or the multiplication factor of 
disbursement with respect to the quantity of game media betted 
by the above-mentioned player be determined in accordance with 
the above-mentioned combination* 

With the above-described invention , by arranging for a gaming 

20 machine, such as a so-called **bingo gaming machine, in which cells 
of a matrix allocated to a player are made effective in accordance 
with a lottery, a program that makes the gaming machine execute; 
a symbol allocating step of making the designs of a set of mahjong 
tiles be used as the above-mentioned symbols and making the symbols 

25 be allocated in all of the cells of the above-mentioned matrix; 
an outer peripheral cell shift means for shifting the symbol, 
displayed in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, along the 
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outer periphery of the above-^mention d matrix to an outer 
peripheral ceil adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
above-mentioned adjacent outer peripheral cell along the 
5 above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell; 

10 an inner peripheral cell shift step of shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along th 

15 above-'mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell, at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell , and executing 

20 these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 
determination step of carrying out a game using the matrix having 

25 symbols allocated in all of the above-mentioned cells by the 
above-mentioned positioning and, when all cells of a line, made 
up of cells that indicate a combination of symbols expressing a 
predetermined combination, become effective, making the magnitude 
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of disbursement of game media or the multiplication factor of 
disbursement with respect to the quantity of game media betted 
by the above-mentioned player be determined in accordance with 
the above-mentioned combination," the fun of a "^bingo game" of 
5 anticipating whether or not a line of effective cells will be 
completed canbe combinedwith the funof a '^mahjonggame" of changing 
the combinations of symbols displayed in effective cells to 
complete a winning combination along a line and change the quantity 
of game media disbursed upon completion of this line and the fun 

10 of a ^puzzle game'^ of pondering how to shift the cells to form 
a winning combination by which a game media disbursement of high 
multiplication factor can be obtained, thereby enabling a new way 
of enjoying a game in which the aim is not just to complete any 
line among the plurality of lines in a given card in a ^bingo game'' 

15 but in which a winning combination can be completed by rearranging , 
according to rules, the symbols displayed on the card and the 
multiplication factor of disbursement with respect to the quantity 
of game media disbursed varies according to the winning combination 
of a completed line* 

20 (8) In a server, connectable via a communication line to 

and controlling gaming machines so that with each gaming machine , 
a symbol is indicated in each of the cells of a matrix comprising 
five rows and five columns and with which, when a symbol selected 
randomly by a lottery matches a symbol allocated to one of the 

25 above-mentioned cells, that cell becomes effective and a 
predetermined benefit is provided to a player in accordance with 
the conditions of the cells that have become effective as a result 
of repeating the above-mentioned lottery a predetermined number 
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of times; a server comprising; a symbol allocation means, using 
the designs of a deck of playing cards as the above-mentioned symbols 
and making the symbols be allocated in all of the cells of the 
above-mentioned matrix; an outer peripheral cell shift means, 
5 making the symbol, displayed in one of the outer peripheral cells 
positioned adjacent to the outer periphery of the above-mentioned 
matrix , be shifted along the outer periphery of the above-mentioned 
matrix to an outer peripheral cell adjacent to the above-mentioned 
outer peripheral cell , at the same time making the symbol displayed 

10 in the above-mentioned adjacent outer peripheral cell be shifted 
along the above-mentioned outer periphery to yet another adjacent 
outer peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 

IS an outer peripheral cell adjacent to said outer peripheral cell; 
an inner peripheral cell shift means, making the symbol, displayed 
in one of the inner peripheral cells positioned inwardly adjacent 
to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 

20 theouterperiphery of the above-mentioned matrix^ be shifted along 
the above-mentioned outer peripheral cells to an inner peripheral 
cell adjacent to the above-mentioned inner peripheral cell, at 
the same time making the symbol displayed in the above-mentioned 
adjacent inner peripheral cell be shifted along the above-mentioned 

25 outer peripheral cells to yet another adjacent inner peripheral 
cell, and executing these processes on all inner peripheral cells 
so that for each of all inner peripheral cells , the symbol displayed 
in the inner peripheral cell is shifted to an inner peripheral 
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cell adjacent to said inner peripheral cell; and a disbursement 
value determination means, carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned symbol allocation means and, when all cells 
5 of a line, made up of cells that indicate a combination of symbols 
expressing a winning combination in a poker game, become effective, 
making the magnitude of disbursement of game media or the 
niultiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player be determined 

10 in accordance with the above-mentioned winning combination. 

With the above-described invention of (8) , by arranging a 
server, which controls gaming machines , such as a so-called *bingo 
gaming machine," wherein cells of a matrix allocated to a player 
are made effective in accordance with a lottery, to have ^'a symbol 

15 allocation means, using the designs of a deck of playing cards 
as the above-mentioned symbols and making the symbols be allocated 
in all of the cells of the above-mentioned matrix; an outer 
peripheral cell shift means, making the symbol, displayed in one 
of the outer peripheral cells positioned adjacent to the outer 

20 periphery of the above-mentionedmatrix, be shifted along the outer 
periphery of the above-mentioned matrix to an outer peripheral 
cell adjacent to the above-mentioned outer peripheral cell, at 
the same time making the symbol displayed in the above-mentioned 
adjacent outer peripheral cell be shif tedalong the above-mentioned 

25 outer periphery to yet another adjacent outer peripheral cell, 
and executing these processes on all outer .peripheral cells so 
that for each of all outer peripheral cells, the symbol displayed 
in the outer peripheral cell is shifted to an outer peripheral 
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cell adjacent to said outer peripheral cell; an inner peripheral 
cell shift means, making the symbol, displayed in one of the inner 
peripheral cells positioned inwardly adjacent to the 
above-mentioned outer peripheral cells in a region surrounded by 
5 all outer peripheral cells positioned adjacent to the outer 
periphery of the above-mentioned matrix, be shifted along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell , at the same 
time making the symbol displayed in the above-mentioned adjacent 

10 inner peripheral cell be shifted along the above-mentioned outer 
peripheral cells to yet another adjacent inner peripheral cell, 
and executing these processes on all inner peripheral cells so 
that for each of all inner peripheral cells , the symbol displayed 
in the inner peripheral cell is shifted to an inner peripheral 

15 cell adjacent to said inner peripheral cell; and a disbursement 
value determination means , carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned symbol allocation means and, when all cells 
of a line, made up of cells that indicate a combination of symbols 

20 expressing a winning combination in a poker game, become effective, 
making the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player be determined 
in accordance with the above-mentioned winning combination, the 

25 fun of a ''bingo game" of anticipating whether or not a line of 
effective cells will be completed can be combined with the fun 
of a '^poker game" of changing the combinations of symbols displayed 
in effective cells to complete a winning combination along a line 
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and change the quantity of game media disbursed upon completion 
of this line and the fun of a ^^puzzle gam©'' of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement of highmultiplication factor canbe obtained, thereby 
5 enabling a new way of enjoying a game in which the aim is not just 
to complete any line among the plurality of lines in a given card 
in a ^bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 

10 to the quantity of game media disbursed varies according to the 
winning combination of a completed line. 

Since prior ly, *bingo games'' have been played in parties 
and other events, and due to being simple in rules, it is enjoyed 
by many people regardless of age or gender. Though in an event, 

15 ^bingo cards, " made of paper, are used in this bingo game, various 
computer gaming machines simulating this game have also been 
developed and are installed in many game halls. 

However, since the '^bingo game" is simple in rules , its results 
are affected only by luck and it can be said that there is no 

20 intervention whatsoever of a player's judgment. Though a player 
has the right of selection in selecting a ^^bingo card," if the 
numbers are just aligned randomly, the standard for this selection 
will be a trivial one, such as ^because I like this number" or 
^^I feel that I can win with the second from the right," etc. 

25 For such a problem. Patent No. 2579739 proposes an invention 

with which the shift of cells is enabled in accordance with the 
making effective of the respective cells during a game. Players 
are thus enabled to make judgments for completing a linemore quickly 
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than was possible priorly. 

However , such a j udgment simply enables ceils that have become 
effective at that point to concentrate in a single row, differences 
in judgment do not arise among players and it was difficult to 
5 make the personality of player be reflected in the judgments. 

Thus as in the present invention, by arranging a server to 
make a game proceed using the designs of a deck of playing cards 
in place of the numbers in the conventional ^bingo game" and so 
that when a line is completed and the combination of the 
10 corresponding symbols form a winning combination of a poker game, " 
the quantity of game media disbursed is determined in accordance 
with this winning combination, the disbursed quantity of game media 
that a player can receive can be made to vary according to how 
cells are shifted in a selected matrix and the player can thus 
15 be made to ponder about the shift of the cells . 

According to this invention, the following may also be 
provided. 

In a server, connectable via a communication line to and 
controlling gaming machines so that with each gaming machine, a 

20 symbol is indicated in each of the cells of a matrix, with which 
the number of cells making up a row is the same as the ni^ber of 
cells making up a column and with which, when a symbol selected 
randomly by a lottery matches a symbol allocated to one of the 
above-mentioned cells, that cell becomes effective and a 

25 predetermined benefit is provided to a player in accordance with 
the conditions of the cells that have become effective as a result 
of repeating the above-mentioned lottery a predetermined number 
of times; a server comprising: a symbol allocation means, using 
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the designs of a set of mahj ong tiles as the above-mentioned symbols 
and making the symbols be allocated in all of the cells of the 
above-mentioned matrix; an outer peripheral cell shift means, 
making the symbol, displayed in one of the outer peripheral cells 
5 positioned adjacent to the outer periphery of the above-mentioned 
matrix / be shifted along the outer periphery of the above-mentioned 
matrix to an outer peripheral cell adjacent to the above-mentioned 
outer peripheral cell , at the same time making the symbol displayed 
in the above-mentioned adjacent outer peripheral cell be shifted 

10 along the above-mentioned outer periphery to yet another adjacent 
outer peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell; 

15 an inner peripheral cell shift means , making the symbol , displayed 
in one of the inner peripheral cells positioned inwardly adjacent 
to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outerperiphery of the above-mentioned matrix , be shifted along 

2 0 the above-mentioned outer peripheral cells to an inner peripheral 
cell adjacent to the above-mentioned inner peripheral cell, at 
the same time making the symbol displayed in the above-mentioned 
ad j acent inner peripheral eel 1 be shi f ted along the above-mentioned 
outer peripheral cells to yet another adjacent inner peripheral 

25 cell, and executing these processes on all inner peripheral cells 
so that for each of all inner peripheral cells , the symbol displayed 
in the inner peripheral cell is shifted to an inner peripheral 
cell adjacent to said inner peripheral cell; and a disbursement 
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value determination means / carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned symbol allocation means and^ when all cells 
of a line, made up of cells that indicate a combination of symbols 
5 expressing a predetermined combination, become effective, making 
the magnitude of disbursement of game media or the multiplication 
factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player be determined in accordance 
with the above-mentioned combination. 

10 With the above-described invention, by arranging a server, 

which controls gaming machines, such as a so-called ^bingo gaming 
machine, ^ wherein cells of a matrix allocated to a player are made 
effective in accordance with a lottery , to have ^a symbol allocation 
means, using the designs of a deck of playing cards as the 

15 above-mentioned symbols and making the symbols be allocated in 
all of the cells of the above-mentioned matrix; an outer peripheral 
cell shift means, making the symbol, displayed in one of the outer 
peripheral cells positioned adjacent to the outer periphery of 
the above-mentioned matrix, be shifted along the outer periphery 

20 of the above-mentioned matrix to an outer peripheral cell adjacent 
to the above-mentioned outer peripheral cell, at the same time 
making the symbol displayed in the above-mentioned adjacent outer 
peripheral cell be shifted along the above-mentioned outer 
periphery to yet another adjacent outer peripheral cell, and 

25 executing these processes on all outer peripheral cells so that 
for each of all outer peripheral cells, the symbol displayed in 
the outer peripheral cell is shifted to an outer peripheral cell 
adjacent to said outer peripheral cell; an inner peripheral cell 
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shift means ^ making the symbol, displayed in one of the inner 
peripheral cells positioned inwardly adjacent to the 
above-mentioned outer peripheral cells in a region surrounded by 
all outer peripheral cells positioned adjacent to the outer 
5 periphery of the above-mentioned matrix, be shifted along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell , at the same 
time making the symbol displayed in the above-mentioned adjacent 
inner peripheral cell be shifted along the above-mentioned outer 

10 peripheral cells to yet another adjacent inner peripheral cell, 
and executing these processes on all inner peripheral cells so 
that for each of all inner peripheral cells, the symbol displayed 
in the inner peripheral cell is shifted to an inner peripheral 
cell adjacent to said inner peripheral cell; and a disbursement 

15 value determination means, carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned symbol allocation means and, when all cells 
of a line, made up of cells that indicate a combination of symbols 
expressing a winning combination in a poker game, become effective, 

20 making the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player be determined 
in accordance with the above-mentioned winning combination, the 
fun of a ^'bingo game'" of anticipating whether or not a line of 

25 effective cells will be completed can be combined with the fun 
of a ^poker game" of changing the combinations of symbols displayed 
in effective cells to complete a winning combination along a line 
and change the quantity of game media disbursed upon completion 
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of this line and the fun of a "puzzle game" of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement of highmultiplication factor canbe obtained, thereby 
enabling a new way of enjoying a game in which the aim is not just 
to complete any line among the plurality of lines in a given card 
in a ^bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 
to the quantity of game media disbursed varies according to the 
winning combination of a completed line. 

In the description, a line may refer to a set of cells that 
are aligned along a straight line in a row direction, a column 
direction, or a diagonal direction of the matrix. The number of 
cells contained in this set matches the number of rows or columns 
of the matrix. 

Completion of the line may refer to the state where all symbols 
indicated in cells along the line have been made effective according 
to lottery results. 

Furthermore , a winning combination may refer to a state where 
a certain combination of symbols is a specific combination that 
satisfies conditions that have been determined in advance. By 
way of example, one pair, full house, royal straight flush, etc. 
may be included in a poker game. 

Further features of the invention, its nature and various 
advantages will be more apparent from the accompanying drawing 
and the following detailed description of the invention • 
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BRIEF DESCRIPTION OF THE DRAWINGS 

Pig. 1 is a perspective view showing a general appearance 
of a gaming machine according to an etnbodiment of the present 
invention. 

5 Fig. 2 is an enlarged front view of the vicinity of a display 

device of the gaming machine of the embodiment according to the 
present invention. 

Fig. 3 is a block diagram showing the main control circuit 
of a gaming machine of an embodiment according to the present 
10 invention. 

Fig, 4 is a schematic view illustrating a recording way of 
lottery results of the gaming machine according to the present 
invention . 

Fig. 5 shows a data sheet indicating a correspondence between 
IS symbol codes and symbols used in the gaming machine of an embodiment 
according to the present invention. 

Pig. 6 is a block diagram showing a display control device 
of the gaming machine of an embodiment according to the present 
invention . 

20 Fig. 7 is a schematic view of a screen display of the gaming 

machine of an embodiment according to the present invention. 

Fig. 8A is a schematic view of a screen display of the gaming 
machine of an embodiment according to the present invention. 

Fig. 8B is a schematic view of a screen display of the gaming 
25 machine of the embodiment according to the present invention. 

Fig. 8C is a schematic view of a screen display of the gaming 
machine of the embodiment according to the present invention. 
Fig. 9 is a schematic view of a screen display of the gaming 
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machine of an embodiment according to the present invention. 

Fig. 10 is a schematic view of a screen display of the gaming 
machine of the embodiment according to the present invention. 

Fig. 11 is a schematic view of a screen display of the gaming 
5 machine of the embodiment according to the present invention. 

Fig. 12 is a schematic view of a screen display of the gaming 
machine of the embodiment according to the present invention. 

Fig. 13 is a schematic view of a screen display of the gaming 
machine of an embodiment according to the present invention. 
10 Fig. 14 is a flowchart of a control process example that 

may be executed by the gaming machine of an embodiment according 
to the present invention. 

Fig. 15 is a flowchart of a control process example that 
may be executed by the gaming machine of the embodiment according 
15 to the present invention. 

Fig. 16 is a flowchart of a control process example that 
may be executed by the gaming machine of the embodiment according 
to the present invention. 

Fig. 17 is a flowchart of a control process example that 
20 may be executed by the gaming machine of the embodiment according 
to the present invention. 

Fig. 18 is a flowchart of a control process example that 
may be executed by the gaming machine of the embodiment according 
to the present invention. 
25 Fig. 19 is a diagram illustrating an outline of an arrangement 

wherein a server and gaming machines are connected via a network. 
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DETAILED DESCRIPTION OP THE INVENTION 

An embodiment of this invention shall now be described based 
on the drawings. 

(Arrangement of a gaming machine] 
5 An example of a gaming machine 10, which is an embodiment 

of this invention, is shown in Fig. 1. 

Gaming machine 10 comprises a casing 30, the central front 
part of casing 30 has an incline somewhat to the rear with respect 
to the vertical direction, and a display device 32 ia disposed 
10 on this surface . Display device 32 displays game information when 
a game is executed and a game progresses on this display device, 
A substantially horizontal base part 50 is disposed below 
display device 32 and various switches, etc. , are disposed on the 
upper part of this base part. Pig. 2 shows an enlarged view of 
15 the vicinity of base part 50. 

Five switches are aligned from the left side to the central 
part of base part 50. These are, from the left side, selection 
switches 34 and 36, decision switch 38, cancellation switch 40, 
and bet switch 42 . These switches are used to Instruct a selection 
20 or decision, etc., in the process of executing a game* 

A coin slot 44 and a bill slot 46 are disposed at the right 
side of the upper face of base 50. The execution of a game is 
enabled by the loading of coins or bills in these slots. 

Furthermore, a disbursement switch 48 is disposed near coin 
25 slot 44, and by pressing this switch, loaded coins are disbursed 
from coin disbursement slot 52 at the lower part of the front face 
of casing 30 and the disbursed coins are accumulated in coin retainer 
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[Arrangement of the control device of the gaining machine 1 

Fig. 3 shows a block diagram of the configuration of a control 
unit of the above-mentioned gaming machine 10. 

The above-mentioned selection switches 34 and 36, decision 
5 switch 38, cancellation switch 40, and bet switch 42 are connected 
to an interface circuit set 62 of a main control circuit 60, and 
interface circuit set 62 is connected to input/output bus 64 . When 
a switch is pressed, a corresponding predetermined signal is 
generated and supplied to input/output bus 64. Input/output bus 
10 64 is arranged for input and output of data signals or address 
signals into and from a CPU 66, 

A coin and bill detection sensor 58 is also connected to 
the above-mentioned interface circuit set 62, and when coins are 
loaded into the above-mentioned coin slot 44 or bills are loaded 
15 into bill slot 46, information concerning the type and number of 
the loaded coins or bills is converted into a signal and this signal 
is supplied to interface circuit set 62 . 

Disbursement switch 48 is also connected to the 
above-mentioned interface circuit set 62 , and when a player presses 
20 disbursement switch 48, a predetermined signal is supplied to 
input/output bus 64, and based on this signal, loaded coins are 
disbursed to coin disbursement slot 52 by a disbursement device 
82 to be described below. 

A ROM (read only memory) 68 and a RAM (random access memory) 
25 70 are also connected to the above-mentioned input/output bus 64. 
ROM 68 stores a control program for controlling the flow of the 
entire system of the gaming machine . ROM 68 also stores the initial 
data for executing the control program, a part of a program for 
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per f ormingdisplay control of display device 32 , etc . RAM 7 0 stores 
the values of flags and variables to be used in the above-mentioned 
programs and the game program to be described below • 

The control programs of this embodiment specifically include 
5 a program '^using the designs of a deck of playing cards as the 
above-mentioned symbols and making the symbols be allocated in 
all of the cells of the above-mentionedmatrix, " a program '^shifting 
the symbol, displayed in one of the outer peripheral cells 
positioned adjacent to the outer periphery of the above-mentioned 

10 matrix, along the outer periphery of the above-mentioned matrix 
to an outer peripheral cell adjacent to the above-mentioned outer 
peripheral cell, at the same time shifting the symbol displayed 
in the above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 

15 peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral cell,'" 
a program '^shifting the symbol, displayed in one of the inner 

20 peripheral cells positioned inwardly adjacent to the 
a^bove-mentioned outer peripheral cells in a region surrounded by 
all outer peripheral cells positioned adjacent to the outer 
periphery of the above-mentionedmatrix / along the above-mentioned 
outer peripheral cells to an inner peripheral cell adjacent to 

25 the above-mentioned inner peripheral cell, at the same time 
shifting the symbol displayed in the above-mentioned adj acent inner 
peripheral cell along the above-mentioned outer peripheral cells 
to yet another adj acent inner peripheral cell , and executing these 
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processes on all Inner peripheral cells so thai: for each of all 
inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell," a program ^carrying out a game 
5 using the matrix having symbols allocated in all of the 
above-mentioned cells in the above-mentioned symbol allocating 
step and, when all cells of a line, made up of cells that indicate 
a combination of symbols expressing a winning combination in a 
poker game , become effective , making the magnitude of disbursement 

10 of game media or the multiplication factor of disbursement with 
respect to the quantity of game media betted by the above-mentioned 
player be determined in accordance with the above-mentioned winning 
combination,'' a program ^using the designs of a set of mahjong 
tiles as the above-mentioned symbols and making the symbols be 

15 allocated in all of the cells of the above-mentioned matrix, " and 
a program carrying out a game using the matrix having symbols 
allocated in all of the above-mentioned cells by the 
above-mentioned positioning and, when all cells of a line, made 
up of cells that indicate a combination of symbols expressing a 

20 predetermined combination, become effective , making the magnitude 
of disbursement of game media or the multiplication factor of 
disbursement with respect to the quantity of game media betted 
by the above-mentioned player be determined in accordance with 
the above-mentioned combination." 

2 5 An interface circuit set 72 is also connected to input/output 

bus 64, A speaker 81, a notification lamp 56, and disbursement 
device 82 are connected to interface circuit set 72, and interface 
circuit set 72 supplies drive signals and drive power for 
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controlling each of these devices in accordance with the results 
of computations performed by CPU 66. 

Notification lamp 56 becomes lit or blinks when an anomaly 
of gaming machine 10 is detected, when a player calls a game hall 
5 worker, etc. , and notifies such conditions to a game hall worker. 

Furthermore, a communication interface circuit 76 is also 
connected to input/output bus 64^ and communication interface 
circuit 76 is for communication with a server, etc - , via a public 
telephone line, LAN, or other communication line* 

10 "i^et furthermore, a display control device 200 is also 

connected to interface circuit set 72 , and based on a screen display 
instruction issued from main control circuit 60, display control 
device 200 generates a drive signal for driving display device 
32 connected to display control device 200. 

15 [Internal lottery method] 

An internal lottery i s performed in the gamingmachine proces s 
to be described below, and with this internal lottery, a random 
number is generated and internal lottery data is acquired based 
on the random number obtained. 

20 With regard to the method of generating a random number in 

the internal lottery, an external random n\unber generation system 
or a software random number generation system is mainly .used . With 
an external random number generation system, a random number is 
generated by a random number generating part, such as a binary 

25 counter IC, etc., that is disposed on a circuit board separate 
from the CPU. With a software random number generation system, 
the CPU itself forms a counter, renews the ntimerical value of the 
counter in accordance with a program stored in the ROM, and uses 
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this numerical value as a random number. 

With the gaming machine of the present embodiment, a random 
number is generated by a software random number generation system. 
However, the method of generating a random number in the gaming 
S machine by this invention is not limited to that by a software 
random number generation system and an external random number 
generation system or other arrangement by which a single numerical 
value can be extracted from a plurality of nimierical values without 
making a player sense regularity may be used instead. 

10 An arrangement wherein a random number is not generated and 

a symbol is directly selected by a lottery is also possible. 
Furthermore, the lottery is not limited to that by an electrical 
process inside a control device, and a symbol may be selected by 
a physical lottery method instead . For exatmple , balls marked with 

15 the symbols used in the corresponding game may be prepared, placed 
in a container, taken out one by one, and the symbol marked on 
the ball that has been taken out may be used as the lottery result. 

The random number that is obtained by the above-mentioned 
lottery is converted into a symbol code using a conversion table 

20 stored in ROM 68 and stored in the order of selection by a lottery 
in a data map, such as that shown in Fig. 4. The data map shown 
in Fig. 4 is an example illustrating the state where a lottery 
has been performed five times. 

The symbol codes here. are codes for identifying each of the 

25 playing card designs that are the symbols used in the game by this 
invention, andare classifiedas shown inFig. 5. CPU 66 recognizes 
the mark of a symbol from the upper digit of the symbol code and 
the numeral of a symbol from the lower digit of the symbol code 
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and then j udges whether or not the combinations along the respective 
lines form winning combinations. 

Similar symbol codes are also used in a case where the designs 
of mahjong tiles are used as the symbols . 
5 [Configuration of the display control device of the gaming machine] 
Pig. 6 shows a block diagram of the circuit of the 
above-mentioned display control device 200. 

An interface circuit 2Q2 is connected to an input/output 
bus 204, and an image display instruction issued from the 

10 above-mentioned main control circuit 60 is supplied via interface 
circuit 202 to input/output bus 204. Input/output bus 204 is 
arranged for input and output of data signals or address signals 
to and from CPU 206. 

A ROM 208 and a RAM 210 are also connected to the 

15 above-mentioned input/output bus 204. ROM 208 stores a display 
control program for generating drive signals to be supplied to 
display device 32 based on image display instructions generated 
frommain control circuit 60. Meanwhile, RAM 210 stores the values 
of the flags and variables used in the above-mentioned program. 

20 Furthermore, an image data processor (referred to 

hereinafter as ^'VDP'') 212 is also connected to input/output bus 
204. This VDP 212 includes a so-called sprite circuit, a screen 
circuit, and a palette circuit, and is a processing device that 
can perform various processes for making display device 32 display 

25 images. 

To the above-mentioned VDP 212 are connected a video RAM 
214, for storing image data in accordance with image display 
instructions generated frommain control circuit 60, and an image 
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data ROM 216, for storing background image data, design image data, 
and other image data. 

By reading and executing the display control program stored 
in ROM 208, the above-mentioned CPU 206 stores, in video RAM 214, 
5 the image data to be displayed on display device 32 in accordance 
with image display instructions generated f rommain control circuit 
60 . The image display instructions generated from main control 
circuit 60 include a backgrounddisplay instruction, design display 
instruction, character figure display instruction, and other 
10 display instructions. 

As mentioned above, image data ROM 216 stores the data of 
design images, which are identification information images, 
character figure image data of animated obj ects and other character 
figures displayed for an effect screen, background image data, 
15 which make up the backgrounds of display devices 32, etc., and 
other image data. 

The respective above-mentioned image data are synthesized 
at VDP 212 , the synthesized image data are thereafter sent to drive 
circuit 218, and drive circuit 218 drives display device 32 to 
20 make images be displayed on image device 32. 
[Display examples of images] 

As mentioned above, by recording image data in video RAM 
214 , images are displayed on display device 32 and a game is thereby 
made to proceed. Display examples of images that are displayed 
25 in this game are shown In Fig. 7 through Fig. 12. 

Fig. 7 shows an example of a screen display for making a 
player select a matrix card at the start of a game . A single matrix 
card 20 is displayed at the central part of the screen 32 and arrows 
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are displayed to its left and right. These arrows indicate that 
other matrix cards that the player can select have been prepared/ 
and when a player presses selection switch 34 or 36 in accordance 
with either arrow and indication 26 or 28, another matrix card 
5 is displayed in place of the presently displayed matrix card 20. 
The player views this card and selects whether to play the game 
with this card or to play the game using another card. Thus, the 
player may select the current card as an indication 27 urges , Since 
it is difficult for a player to quickly recognize in which of the 

10 plurality of lines winning combinations are completed, the 
recognition is facilitated by indicating circles 21a, 21b, 21c, 
2 Id, 21e at the end of the broken lines that express the respective 
lines in the case of lines in which winning coznbinations are formed, 
as shown in Fig. 7. An arrangement is also possible wherein the 

15 above-mentioned circles are not indicated in consideration that 
a player him/herself is to be made to ponder the preparation of 
winning combinations by shift of cells after selection of a matrix 
card. 

Furthermore, at the lower part of the screen, the number 
20 of coins that are betted in the presently played game, the number 
of coins to be disbursed to the player as a result of a game, and 
the total number of coins loaded in gaming machine 10 are displayed 
in that order starting from the left side. With the example of 
Fig. 7, since the player has not yet bet any coins in the present 
25 game, the number of coins betted in the presently played game is 
indicated as 0 . The number of coins to be disbursed as a result 
of the game is also displayed as being 0. And here, as an example 
of a case where the player has loaded 50 coins, the total number 
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of coins loaded in this gaming machine 10 is indicated as being 
50, 

Figs. 8A--8C show examples of a screen display for letting 
a player shift cells after a matrix card has been selected. The 
5 matrix card 20 that has been selected by the player is displayed 
at the central part of display device 32 , and to the left and right 
are displayed designs 22, 24 indicating the rotation of cells. 
Fig. 8A shows the card in the display device before the shift. 
The design 22 at the left side of the screen indicates the shifting 

10 of outer peripheral cells one-by-one in the clockwise direction, 
and this is executed by pressing selection switch 34 for making 
the selection at the left . The outer peripheral cells are composed 
of club--Q, spade-S/ club-6/ heart-K, club-4, heart-8, diamond- 7 , 
heart-2, spade-2, heart-7, diamond-lO^ heart-A, spade-K, 

15 diamond-5, club-Q, and spade-A. The design 24 at the right side 
of the screen indicates the shifting of inner peripheral cells 
one-by-one in the clockwise direction, and this is executed by 
pressing selection switch 36 for making the selection at the right . 
The lines 21a, 2 lb, 21c, and 21e show one pair, one pair, one pair, 

20 and two pair, respectively. However, the line 2 Id has no winning 
combination- This may be made to confuse the player. 

Fig, 8B shows the card in the display device 32 after the 
right shift. Thus, the inner peripheral cells are shifted 
clockwise so that the lines 21a, 21b, 21c, and 21e show one pair, 

25 one pair, one pair, and full house, respectively. 

Fig, 8C shows the card in the display device 32 after the 
left shift . Thus , the outer peripheral cells are shifted clockwise 
so that the lines 21a, 21b, and 2 Id show full house, one pair, 
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and on pair, respectively. The lines 21c, 21e have no winning 
combination . 

Fig. 9 shows an example of a screen display 32 at a point 
at which the selection of the matrix card 20 is completed and the 
player has entered the stage of operation of betting coins . The 
matrix card 20 that has been selected by the player is shown at 
the left side of the screen and at the upper right part of the 
screen, a list 24, which indicates, in the order of the lottery, 
the card designs that have been selected after the start of the 
game, is displayed (see Fig. 11) . Furthermore, at the lower right 
part of the screen is displayed a multiplication factor table 25, 
which indicates the disbursement multiplication factors with 
respect to the number of coins betted that are used when coins 
are to be disbursed for cases of completion of lines of various 
winning combinations . The player determines the number of betted 
coins upon referencing the matrix card and the multiplication 
factor table. 

Fig. 10 shows a screen display example for a game of a method, 
with which a player does not bet coins for the entirety of a matrix 
card 20 but bets coins according to each line 21a, 21b, 21d, or 
21e, and illustrates the screen at a point in time at which coins 
have been betted according to line* With a line on which coins 
are betted, the number of betted coins is displayed in place of 
each circle 21a, 21b, 21d, or21e indicating the foirming of a winning 
combination, and the total number of coins betted is shown at the 
lower left part of the screen. 

Fig. 11 shows a screen display example in the middle of the 
progress of the game. With this game, the player has betted five 
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coins and this niomber is displayed at the lower left part of the 
screen. Also, fourteen cards have already been selected and the 
designs of the respective cards are displayed In the order of 
selection in the list 24 at the upper right part of the screen. 
5 Of the designs displayed in the matrix card 20, the designs that 
match the designs of the cards that have been selected are indicated 
by changing the color of the eel Is in which the des igns are displayed , 
thereby making the player recognize that these cells have been 
made effective. 

10 In the multiplication factor table 25 displayed at the lower 

left part of the screen, the numbers of coins that may actually 
be disbursed are determined and displayed by multiplying the 
numerals of the multiplication factors shown in Fig. 9 by the 
actually betted number of coins, 

15 Fig. 12 shows a screen display example of a case where all 

cells along the diagonal line that extends from the upper left 
cell to the lower right cell of the matrix card have become effective 
and the "^full house" winning combination has been formed- In this 
case , by making the colors of the cells along this line 2 la different 

20 from those of other cells ^ the cells of the line 21a are made more 
readily identifiable and the player is thereby made to recognize 
that this line has been completed. The ""full house" part 25a of 
the multiplication factor table 25 at the lower right part of the 
screen is also differed in color to notify the winning combination 

25 that has been completed and the number of coins to be disbursed 
to the player. The number of coins to be disbursed in this game 
is also displayed at the lower central part of the screen. This 
j number is thereafter added to the remaining number of coins loaded 
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that is indicated to the right. 

Fig. 13 shows an example of screen display 32 for a case 
where the designs of mahjong tiles are used as the symbols • Though 
normally in mahjong, one winning combination is formed by fourteen 
5 mahjong tiles, with this game machine of an embodiment according 
to the present invention, the aligning of fourteen cells along 
a single line will cause the game time to become long, the screen 
display to become fine, and the game to become a complex one for 
which the ascertainment of circumstances will be difficult for 

10 a player, and due to these reasons, the interest in a game may 
decrease. Thus by employing an arrangement, with which a six-row 
X six-column matrix card is used and a winning combination is formed 
by two combinations of three symbols each or employing an 
arrangement, with which an eight-row x eight-column matrix card 

15 is used and a winning combination is formed by two combinations 
of three symbols each and one combination of two symbols, etc. , 
and thus employing an arrangement with which winning combinations 
similar to winning combinations of mahjong are formed, a game can 
be carried out without loss of interest by the players. Fig. 13 

2 0 shows a display example of a case where an eight-row x eight-column 
matrix card is used* 

In a case where an eight-row x eight-coltimn matrix card 20 ' , 
such as shown in Fig. 13, is used, four rows x four columns of 
cells further exist at the inner side of the inner peripheral cells . 

25 Arrangements may be made to enable shift of these cells as well 
or these cells may be arranged so as not to be shifted in order 
to avoid the game method from becoming complex. 

Also, cards to be selected will be listed with designs of 
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the respective tiles in the order of selection in the list 24* 
at the upper right part of the screen . In the multiplication factor 
table 25 ' displayed at the lower left part of the screen, the numbers 
of coins that may actually be disbursed are determined and displayed 
5 by multiplying the numerals of the multiplication factors by the 
actually betted number of coins. Lines 21a'-21g' indicate 
existence of winning combinations , 
[Operation of the gaming machine] 

Subroutines for controlling gaming machine 10, which are 
10 executed by the above-described main control circuit 60 , are shown 
in Fig. 14 through Fig, 18. The subroutine shown in Fig. 14 is 
called and executed at a predetermined timing from a main program 
of gaming machine 10 that is executed in advance. 

In the following, it shall be deemed that gaming machine 
IS 10 has been started in advance, the variables used in the 
above-described CPU 6 6 are initialized, and steady-state operation 
is being carried out. 

Though with the embodiment described below, a case where 
the designs of the cards of a card game are used as the symbols 
20 and a matrix card of five rows x five columns is used shall be 
described as an example, control by the same subroutines is 
performed even in a case where the designs of mahjong tiles are 
used as the symbols and a matrix card of a different size is used. 
Pig, 14 shows a subroutine for controlling the overall 
25 progress of the game. 

First, in the process of step Sll, whether or not coins or 
bills have been loaded into the gaming machine is judged. In this 
process, CPU 66 judges whether or not a signal indicating that 
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the loading of coins or bills has been received from coin and bill 
detection sensor 58. If CPU 66 judges that this signal has not 
been received, that is, if it is judged that the player has not 
loaded coins or bills ^ the present subroutine is ended immediately 
5 .without performing any processes, while if it is judged that the 
above-mentioned signal has been received, that is, if it is judged 
that the player has loaded coins or bills, a transfer to step S12 
is performed. 

Next, in the process of step S12 , the preparation of a matrix 

10 card is performed. In this process , CPU 6 6 prepares a predetermined 
number of matrix cards, in each of which the designs of playing 
cards are aligned in accordance with a lottery. This process shall 
be described further below. When this process is ended, a transfer 
to step S13 is performed. 

IS Next, in the process of step S13, the setting of the betting 

quantity is performed. In this process, CPU 66 urges the player 
to input the desired betting quantity and the betting quantity 
for the game is set based on the information input by the player. 
This process shall be described further below. When this process 

20 is ended, a transfer to step S14 is performed. 

Next, in the process of step SI 4, the game is executed. In 
this process, CPU 66 performs a lottery selection of symbols 
comprising playing card designs one by one and the game progresses 
accordingly. This lottery is repeated a predetermined number of 

25 times and the game ends at the point at which the lottery of the 
predetermined number of times is ended. These processes shall 
be described further below. When this process is ended, a transfer 
to step S15 is performed. 
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Next, in the process of step S15, the payment of coins is 
performed- In this process, CPU 66 performs the payment of coins 
based on the result of the game that was executed in step S14. 
This process shall be described further below. When this process 
is ended, a transfer to step S16 is performed. 

Next, in the process of step S16, whether or not there are 
remaining coins is judged. In this process, CPU 66 judges whether 
or not there remain any coins loaded into gaming machine 10 by 
the player or coins won by the player. If CPU 66 judges that there 
still remain coins loaded into gaming machine 10 by the player 
or coins won by the player, since the playing of a new game will 
then be possible, a return to step S12 is performed, and if it 
is judged that there no longer remain any coins loaded into gaming 
machine 10 by the player or coins won by the player, since the 
game can no longer be continued in this case , the present subroutine 
is ended immediately. 
[Card preparation process] 

In the above-described step S12, a subroutine such as that 
shown in Fig* 15 is called. 

First in the process of step S21, a lottery selection of 
a winning combination, in a case where at least one or more of 
winning combinations will be formed in a matrix card necessarily, 
is performed. In this process, CPU 66 selects, by a lottery, one 
winning combination from among a determined winning combination 
list stored in a predetermined location of ROM 68. When this 
process is ended, a transfer to step S22 is performed. 

Next, in the process of S22, the selection of symbols used 
in the determined winning combination is performed. In this 
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process, CPU 66 performs selection of the symbols used in the 
determined winning combination that was determined in the 
above-described step S21. CPU 66 selects the five symbols 
necessary for arranging this winning combination. 

For example , if the determined winning combination is a «royal 
straight flush," one mark is selected by a lottery from among the 
four marks of spades, hearts, diamonds, and clubs. Since in the 
case of this winning combination, the numbers will necessarily 
be the fivenxAmbers of A, K, Q, J, and 10, only the lottery selection 
of the mark is necessary. 

In a case where the determined winning combination is a "full 
house," first, one symbol is selected and then two symbols, which 
are the same in niimber as the first symbol selected but differ 
in marks, are selected. Next, a symbol of a number that differs 
from that of the first symbol is selected and then one symbol that 
is of the same number but of different mark is then selected, a 
combination made up of a set of three symbols of the same number 
and a set of two symbols of the same number that differs from that 
of the prior set is thus formed. 

When the above process is ended, a transfer to step S23 is 
performed. 

Next, in the process of step S23, the line along which the 
determined winning combination is to be aligned is selected. CPU 
66 determines the position of the line along which the combination 
of symbols, determined in step S22 described above, is to be aligned. 
CPU 66 performs a lottery selection of which line among the twelve 
lines of the matrix card the symbols that make up the determined 
winning combination are to be aligned along and thereby determines 
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a single line. When this process is ended, a transfer to step 
S24 is performed. 

Next , in the process of step 824 , the allocating of the symbols 
that make up the determined winning combination is performed* In 
5 this process, CPU 66 aligns the five symbols determined in the 
above-described step S22 along the line determined in the 
above-described step S23, CPU 66 determines, by lotteries, to 
which cells the five symbols should be allocated along the line, 
respectively. Thus, each cell along the line has each sytnbol 
10 accordingly. After the process is completed, it proceeds to step 
S25. 

Next, in the process of step S25, the allocation of symbols 
in the remaining cells is performed. In this process, CPU 66 
allocates symbols to the rest twenty cells where symbols were not 

15 allocated in the above-described step 824 . For each of these twenty 
cells , CPU 66 determines , by lotteries , which symbol to be allocated, 
allocates the selected symbol to each of these cells, and thus 
allocates symbols to all twenty five cells of the matrix card. 
When this process is completed, it proceeds to step S26. 

20 Next in the process of stepS26, the shift of cells is performed. 

In this process , CPU 66 causes shifts of the outer peripheral cells 
and inner peripheral cells respectively so that the symbols that 
make the determined winning combination positioned in the 
above-described steps 821 to S24 will not be aligned along one 

25 line* When this process is completed, it proceeds to step 827. 
However, the cell shift process 32 6 is an option such that the 
card preparation subroutine may not have the process S26. In the 
case, the cell shift process s26 may be skipped after symbol 
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allocation process s25 such that it proceeds to S27 directly. 

Next^ in the process of step S21 , whether or not the 
preparation of the predetermined number of matrix cards has been 
completed is judged. In this process, CPU 66 judges whether or 
5 not the number of matrix cards prepared by the above-described 
processes of step S21 to step S2S has become equal to the 
predetermined ntwnber of cards. If CPU 66 judges that the 
predetermined number of matrix cards have not been prepared, a 
return to step S21 is performed in order to prepare the remaining 

10 cards while if it is judged that the predetermined number of matrix 
cards have been prepared, this subroutine is ended immediately. 

By carrying out the above-described processes of the present 
subroutine, a plurality of matrix cards are prepared, and since 
the carrying out of the above-described processes of steps S21 

15 to S26 enables ^alignment of the above-mentioned symbols so that, 
depending on the results of shift of the above-mentioned outer 
peripheral ceils and the above-mentioned inner peripheral cells 
by the above-mentioned outer peripheral cell shift means and inner 
peripheral cell shift means, a combination of symbols that enables 

20 the provision of benefit to an above-mentioned player in the form 
of a quantity of game media disbursed or a multiplication factor 
of disbursement with respect to the quantity of game media betted 
by the above-^mentioned player of a predetermined standard or more , 
will be aligned in at least one or more of the above-mentioned 

25 plurality of lines," a matrix, with which a winning combination 
cannot be formed at all by any alignment of symbols, will not be 
presented to a player, and the player can thus anticipate the 
receiving of benefit depending on the shift of cells no matter 
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which card he/she selects. 

Also, though the present embodiment has an arrangement 
wherein symbols are allocated in advance so that a winning 
combination that can be formed by certain shifts of cells is 
5 contained in a matrix, this invention is not limited thereto, and 
the symbols may be allocated in all cells by lotteries. In this 
case, the processes of the above-described steps S21 to S24 and 
step S2 6 are not performed. 
[Betting number setting process] 

10 In the above-described step 813, a subroutine such as that 

shown in Fig. 16 is called. 

First in the process of step S31, the card selection screen 
is displayed. In this process, CPU 66 makes the card selection 
screen be displayed on display device 32 andmakes the player select 

15 one card from among the plurality of cards prepared in step S12. 
Here, one of the plurality of cards is displayed on display device 
32^ and with regard to the remaining cards, one card among the 
other cards is displayed upon being interchanged with the already 
displayed card when the player presses a selection switch. By 

20 repeating this operation, all of the cards prepared in step S12 
can be displayed to the player* When this process is ended, a 
transfer to step 832 is performed. 

Next, in the process of step 832 , whether or not the decision 
switch has been pressed is judged. In this process, CPU 66 judges 

25 whether or not the player has pressed the decision switch* If 
CPU 66 has not received a signal indicating that the decision switch 
has been pressed from the switch, it judges that the player has 
not yet pressed the decision switch and this step is repeated, 
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and if the signal indicating that the decision switch has been 
pressed is received from the switch, it is judged that the player 
has pressed the decision switch and a transfer to step S33 is 

performed, 

5 Next, in the process of step S33, a cell shift screen is 

displayed. In. this process , CPU 66 makes display device 32 display 
the card selected in steps S31 and S32 and a screen that urges 
the player to perform cell shift. When this process is ended, 
a transfer to step S34 is performed. 

10 Next, in the process of step 534 , whether or not the decision 

switch has been pressed is judged. In this process, CPU 66 judges 
whether or not the player has pressed the decision switch. If 
CPU 66 has not received a signal indicating that the decision switch 
has been pressed from the switch, it judges that the player has 

15 not yet pressed the decision switch and this step is repeated, 
and if the signal indicating that the decision switch has been 
pressed is received from the switch, it is judged that the player 
has pressed the decision switch and a transfer to step S3S is 
performed, 

20 Next, in the process of step S35, a betting quantity input 

screen is displayed. In this process, CPU 66 displays the card, 
for which cell shift was performed in the above-described steps 
S33 and S34, on display device 32 and displays a screen that urges 
the player to determine the niimber of coins to be betted on this 

25 card. At this point, in addition to the card, a table, which 
indicates, for the number of coins betted, the multiplication 
factors of coins that are returned in accordance with the types 
of completed winning combinations, is also displayed, and the 
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player determines the number of coins betted by referencing this 
table. When this process is ended, a transfer to step S36 is 
performed. 

Next, in the process of step S3 6, whether or not the decision 
5 switch has been pressed is judged. In this process, CPU 66 judges 
whether or not the player has pressed the decision switch after 
inputting the desired number of coins betted. If CPU 66 has not 
received a signal indicating that the decision switch has been 
pressed from the switch, it judges that the player has not yet 

10 pressed the decision switch and this step is repeated, and if the 
signal indicating that the decision switch has been pressed is 
received from the switch, it is judged that the player has pressed 
the decision switch and this subroutine is ended immediately. 
Since by performing the above-described processes of steps 

IS S33 and S34, ^shifting the symbol, displayed in one of the outer 
peripheral cells positioned adjacent to the outer periphery of 
the above-mentioned matrix, along the outer periphery of the 
above-mentioned matrix to an outer peripheral cell adjacent to 
the above-mentioned outer peripheral cell, at the same time 

2 0 shifting the symbol displayed in the above-mentioned adj acent outer 
peripheral cell along the above-mentioned outer periphery to yet 
another adjacent outer peripheral cell, and executing these 
processes on all outer peripheral cells so that for each of all 
outer peripheral cells, the symbol displayed in the outer 

2 5 peripheral cell is shifted to an outer peripheral cell adjacent 
to said outer peripheral cell'' and ""shifting the symbol , displayed 
in one of the inner peripheral cells positioned inwardly adjacent 
to the above-mentioned outer peripheral cells in a region 
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surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell , at the same 
time shifting the symbol displayed in the above-mentioned adj acent 
inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell, and executing 
these processes on all inner peripheral cells so that for each 
of all inner peripheral cells, the symbol displayed in the inner 
peripheral ceil is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell" are enabled, the fun of a '"bingo 
game" of anticipating whether or not a line of effective cells 
will be completed can be combined with the fun of a ""poker game" 
or a "'mahjong game" of changing the combinations of symbols 
displayed in effective cells to complete a winning combination 
along a line and change the quantity of game media disbursed upon 
completion of this line and the fun of a "puzzle game" of pondering 
how to shift the cells to form a winning combination by which a 
game media disbursement of high multiplication factor can be 
obtained, thereby enabling a new way of enjoying a game in which 
the aim is not just to complete any line among the plurality of 
lines in a given card in a ^bingo game" but in which a winning 
combination can be completed by rearranging, according to rules, 
the symbols displayed on the card and the multiplication factor 
of disbursement with respect to the quantity of game media disbursed 
varies according to the winning combination of a completed line, 
[Game execution process] 

In the above-described step Si 4, a subroutine such as that 
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shown in Fig. 17 is called. 

First in the process of step S41 , the determination of priorly 
effective cells is performed. In this process, CPU 66 performs 
a lottery for determining cells, among the twenty five cells of 
5 the matrix card, that are to be effective from the start of the 
game . CPU 66 performs a lottery regarding the number and positions 
of the cells to be made effective, and based on this result, makes 
effective the cells that are to be made effective. When this 
process is ended, a transfer to step S42 is performed. 

10 Next, in the process of step S42, a lottery selection of 

a symbol is performed. In this process^ CPU 66 selects one symbol 
by an internal lottery. The selected symbol is then displayed 
in the list of lottery results displayed at the upper right part 
of display device 32. If the selected symbol has already been 

15 selected once in the same game and is displayed in the 
above-mentioned list, the lottery result is not displayed and the 
lottery is performed again so that a new symbol will be selected 
again. When the above processes are ended, a transfer to step 
S43 is performed. 

20 Next, in the process of step S43, collation of the symbol 

is performed. In this process , CPU 66 collates the symbol selected 
in the above-described step S42 with the symbols displayed in the 
matrix card that is displayed on display device 32. If the same 
symbol as the selected symbol is displayed in the matrix card, 

25 the cell in which the symbol is displayed is made effective and 
the color of this cell is changed. When the above process is ended, 
a transfer to step S44 is performed. 

Next, in the process of step S44, whether or not the lottery 
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has been performed the predetermined niomber of times is judged. 
In this process, CPU 66 judges whether or not the lottery selection 
of a symbol, executed in the above-described step 342, has been 
executed the predetermined number of times . If CPU 66 judges that 
5 the niamber of times this lottery has been performed has not yet 
reached the predetermined number times, a return to step S42 is 
performed, and if it is judged that the number of times this lottery 
has been performed has reached the predetermined number times , 
this subroutine is ended immediately. 

10 Though with the present embodiment, even if the completion 

of a winning line among the plurality of lines is achieved prior 
to the number of lotteries reaching the predetermined number, the 
lottery is repeated until the number of lotteries reaches the 
predetermined number of times, this invention is not limited 

.15 thereto, and arrangements may be made so that if the completion 
of a winning line among the plurality of lines is achieved prior 
to the number of lotteries reaching the predetermined number of 
times, the lottery is ended at that point- In this case, the 
judgment criterion of the process of step S44 will be: ^end of 

20 the predetermined number of lotteries or completion of a winning 
line." 

(Coin disbursement process] 

In the above-described step S15, a subroutine such as that 
shown in Fig. 18 is called. 
25 First, in the process of step 851, whether or not there is 

a winning line among the plurality of lines in the matrix card 
is judged. In this process, CPU 66 judges whether or not a line, 
with which all cells have been made effective and with which a 
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winning combination is formed, exists among the combinations of 
symbols along the plurality of lines in the matrix card displayed 
on display device 32. If CPU 66 judges that there are no winning 
lines among the plurality of lines, a transfer to step S54 is 
5 performed while if it is judged that there is a winning line among 
the plurality of lines, a transfer to step S52 is perfoiimed. 

Next , i-n the process of step SS2 , the number of coins disbursed 
is calculated. In this process, CPU 66 calculates the number of 
coins disbursed by multiplying the number of coins betted by the 

10 player in the game by the disbursement multiplication factor that 
is in accordance with the type of winning combination of the line 
that has been judged to be a winning line in the above-described 
step Here, if a plurality of winning lines exist, the 

multiplication factor of the winning combination having the highest 

15 disbursement multiplication factor among the respective winning 
combinations is applied. When the above process is ended, a 
transfer to step S53 is performed. 

Though with the present embodiment , if a plurality of winning 
lines exist, the multiplication factor of the winning combination 

20 having the highest disbursement multiplication factor among the 
respective winning combinations is applied, this invention is not 
limited thereto, and arrangements may be made to add the 
disbursement multiplication factors of all winning combinations 
and multiply this by the number of coins betted by the player. 

25 Next, in the process of step S53 , the summing of the remaining 

number of coins owned by the player is performed . In this process , 
CPU 66 adds the number of coins disbursed, which was calculated 
in the above-described step S52 , to the number of coins that the 
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player has loaded in gaming machine 10 but remains without being 
betted on the game. When this process is ended, a transfer to 
step S54 is performed. 

Next, in the process of step S54, whether or not there are 
5 any remaining coins is judged. In this process, CPU 66 judges 
whether or not any coins reserved in gaming machine 10 remain as 
a result of the player loading into gaming machine 10 or receiving 
disbursement by winning in the game. If CPU 66 judges that there 
are no remaining coins , since the game can -then no longer be continued 

10 in this case, the present subroutine is ended immediately without 
performing any other processes, while if it is judged that there 
are remaining coins, a transfer to step S55 is performed. 

Next, in the process of step S55, whether or not the 
disbursement switch has been pressed is judged. In this process, 

IS CPU 66 judges whether or not the player has pressed disbursement 
switch 48. If CPU 66 has not received a signal indicating that 
disbursement switch 48 has been pressed from the switch, it judges 
that the player has not pressed disbursement switch 48 and the 
present subroutine is ended immediately without performing any 

20 other processes, and if the signal indicating that disbursement 
switch 48 has been pressed is received from the switch, it is judged 
that the player has pressed disbursement switch 48 and a transfer 
to step S56 is performed. 

Next, in the process of step S56 , a coin disbursement process 

25 is performed. In this process, CPU 66 sends a signal, for 
disbursing the total number of coins reserved in the gaming machine 
10, that is, the sum of the number of coins that the player loaded 
into gaming machine 10 but has not been betted on the game and 
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the number of coins won by the piayer in the game, to disbursement 
device 82, and upon receiving this signal, disbursement device 
82 discharges the total number of coins from coin disbursement 
slot 52. When the above processes are ended, this subroutine is 
5 ended immediately. 

By carrying out the respective control processes above, it 
becomes possible with a gaming machine , such as a so-called ^bingo 
gaming machine,'' in which cells of a matrix allocated to a player 
are made effective in accordance with a lottery, to combine the 

10 fun of a "bingo game'' of anticipating whether or not a line of 
effective cells will be completed with the fun of a "'poker game" 
or a '"mahjong game" of changing the combinations of symbols 
displayed in effective cells to complete a winning combination 
along a line and change the quantity of game media disbursed upon 

15 completion of this line and the fun of a '^puzzle game*^ of pondering 
how to shift the cells to form a winning combination by which a 
game media disbursement of high multiplication factor can be 
obtained, thereby enabling a new way of enjoying a game in which 
the aim is not just to complete any line among the plurality of 

20 lines in a given card in a «bingo game'' but in which a winning 
combination can be completed by rearranging, according to rules, 
the symbols displayed on the card and the multiplication factor 
of disbursement with respect to the quantity of game media disbursed 
varies according to the winning combination of a completed line. 

25 [Arrangement of a server] 

Though the above-described embodiment was arranged with j ust 
a gaming machine 10 , gaming machines 10 may be connected to a server 
80 and be enabled to perform the sending and receiving of a 
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predetermined information with server 80 as shown in Pig. 19. 
Specifically, server 80 performs an internal lottery process such 
as that described above and supplies the internal lottery data 
to gaming machines 10, which are terminal devices, and each gaming 
5 machine 10 may be made to display, upon receiving the internal 
lottery data, images based on the internal lottery data. Needless 
to say, server 80 may be arranged to select images to be displayed 
based on the internal lottery data and supply the image data to 
gamingznachines 10 , and each gaming machine lOmay bemade to display, 
10 upon receiving the image data, images based on the image data. 

That is server 80 controls gaming machines 10 and has the 
following functions . 

(A) A function of ^using the designs of a deck of playing 
cards as the above-mentioned symbols and making the symbols be 

15 allocated in all of the cells of the above-mentioned matrix." 

(B) A function of shifting the symbol, displayed in one 
of the outer peripheral cells positioned adjacent to the outer 
periphery of the above-mentioned matrix, along the outer periphery 
of the above-mentioned matrix to an outer peripheral cell adj acent 

20 to the above-mentioned outer peripheral cell, at the same time 
shifting the symbol di splayed in the above-mentioned adj acent outer 
peripheral cell along the above-mentioned outer periphery to yet 
another adjacent outer peripheral cell, and executing these 
processes on all outer peripheral cells so that for each of all 

25 outer peripheral cells, the symbol displayed in the outer 
peripheral cell is shifted to an outer peripheral cell adjacent 
to said outer peripheral cell." 

(C) A function of ^shifting the symbol, displayed in one 
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of the inner peripheral ceils positioned inwardly adjacent to the 
above-mentioned outer peripheral cells in a region surrounded by 
all outer peripheral cells positioned adjacent to the outer 
periphery of the above-mentionedmatr ix , along the above-mentioned 
outer peripheral cells to an inner peripheral cell adjacent to 
the above-mentioned inner peripheral cell, at the same time 
shifting the symbol displayed in the above-mentioned adj acent inner 
peripheral cell along the above-mentioned outer peripheral cells 
to yet another adj acent inner peripheral cell , and executing these 
processes on all inner peripheral cells so that for each of all 
inner peripheral cells, the symbol displayed in the inner 
peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell." 

(B) A function of carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned symbol allocation means and, when all cells 
of a line, made up of cells that indicate a combination of symbols 
express ing a winning combination in a poker game , become effective , 
deterinining, in accordance with the above-mentioned winning 
combination, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 
of game media betted by the above-mentioned player.'' 

(E) A function of ^^using the designs of a set of mahjong 
tiles as the above'-mentioned symbols and making the symbols be 
allocated in all of the cells of the above-mentioned matrix. 

(F) A function of "carrying out a game using the matrix 
having symbols allocated in all of the above-mentioned cells by 
the above-mentioned allocation means and, when all cells of a line, 
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made up of cells that indicate a combination of symbols expressing 
a predetermined combination, become effective, making the 
magnitude of disbursement of game media or the multiplication 
factor of disbursement with respect to the quantity of game media 
betted by the above-mentioned player be determined in accordance 
with the above-mentioned combination." 

By arranging server 80 to control gaming machines 10 in the 
above-described manner, it becomes possible with gaming machines , 
such as a so-called ^bingo gaming machine," in which cells of a 
matrix allocated to a player are made effective in accordance with 
a lottery, to combine the fun of a ^bingo game" of anticipating 
whether or not a line of effective cells will be completed with 
the fun of a '^poker game'' or a ^mahjong game" of changing the 
combinations of symbols displayed in effective cells to complete 
a winning combination along a line and change the quantity of game 
media disbursed upon completion of this line and the fun of a ^puzzle 
game" of pondering how to shift the cells to form a winning 
combination by which a game media disbursement of high 
multiplication factor can be obtained, thereby enabling a new way 
of enjoying a game in which the aim is not just to complete any 
line among the plurality of lines in a given card in a '^bingo game" 
but in which a winning combination can be completed by rearranging , 
according to rules, the symbols displayed on the card and the 
multiplication factor of disbursement with respect to the quantity 
of game media disbursed varies according to the winning combination 
of a completed line. 

Also , as the terminal devices connected to server 80 , personal 
computers and portable telephones and other portable terminals 
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may be used, and by making server 80 send image data for display, 
data indicating such image data, audio data, etc., to terminal 
devices, the fun of a «bingo game" of anticipating whether or not 
a line of effective cells will be completed can be combined with 
the fun of a "poker game" or a "mahjong game" of changing the 
combinations of symbols displayed in effective cells to complete 
a winning combination along a line and change the quantity of game 
media disbursed upon completion of this line and the fun of a "puzzle 
game" of pondering how to shift the cells to form a winning 
combination by which a game media disbursement of high 
multiplication factor can be obtained, thereby isnabling a new way 
of enjoying a game in which the aim is not just to complete any 
line among the plurality of lines in a given card in a "bingo game" 
but in which a winning combination can be completed by rearranging, 
according to rules, the symbols displayed on the card and the 
multiplication factor of disbursement with respect to the quantity 
of game media disbursed varies according to the winning combination 
of a completed line. 

Furthermore, by an arrangement such as shown in Fig. 19, 
even when a plurality of gaming machines 10 are installed at 
locations of distances that do not enable the sending and receiving 
of data by a single cable from a plurality of servers 80 or even 
when a plurality of gaming machines are installed at locations 
that are separated from each other , the plurality of gaming machines 
10 can be controlled in an integral manner via a public telephone 
line network or other communication line. 

Also, the effects indicated in the present specification 
are just the most favorable effects arising from this invention, 
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and the effects of this invention are not limited to those indicated 
in this specification. 

With the present invention, by arranging a gaining machine, 
such as a so-called "bingo gaming machine," in which cells of a 
matrix allocated to a player are made effective in accordance with 
a lottery, to have "a symbol allocation means, using the designs 
of a deck of playing cards as the above-mentioned symbols and 
allocating the symbols in all of the cells of the above-mentioned 
matrix; an outer peripheral cell shift means, shifting the symbol, 
displayed in one of the outer peripheral cells positioned adjacent 
to the outer periphery of the above-mentioned matrix, along the 
outer periphery of the above-mentioned matrix to an outer 
peripheral cell adjacent to the above-mentioned outer peripheral 
cell, at the same time shifting the symbol displayed in the 
above-mentioned adjacent outer peripheral cell along the 
above-mentioned outer periphery to yet another adjacent outer 
peripheral cell, and executing these processes on all outer 
peripheral cells so that for each of all outer peripheral cells, 
the symbol displayed in the outer peripheral cell is shifted to 
an outer peripheral cell adjacent to said outer peripheral ceil; 
an inner peripheral cell shift means, shifting the symbol, 
displayed in one of the inner peripheral cells positioned inwardly 
adjacent to the above-mentioned outer peripheral cells in a region 
surrounded by all outer peripheral cells positioned adjacent to 
the outer periphery of the above-mentioned matrix, along the 
above-mentioned outer peripheral cells to an inner peripheral cell 
adjacent to the above-mentioned inner peripheral cell, at the same 
time shifting the symbol displayed in the above-mentioned adjacent 
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inner peripheral cell along the above-mentioned outer peripheral 
cells to yet another adjacent inner peripheral cell , and executing 
these processes on all inner peripheral cells so that for each 
of ail inner peripheral cells, the symbol displayed in the inner 
5 peripheral cell is shifted to an inner peripheral cell adjacent 
to said inner peripheral cell; and a disbursement value 
determination means, carrying out a game using the matrix having 
symbols allocated in all of the above-mentioned cells by the 
above-mentioned symbol allocation means and, when all cells of 

10 a line, made up of cells that indicate a combination of symbols 
express ing a winning combination in a poker game , become effective , 
determining, in accordance with the above-mentioned winning 
combination, the magnitude of disbursement of game media or the 
multiplication factor of disbursement with respect to the quantity 

15 of game media betted by the above-mentioned player," the fun of 
a ^bingo game" of anticipating whether or not a line of effective 
cells will be completed can be combined with the fun of a ^poker 
game" of changing the combinations of symbols displayed in 
effective cells to complete a winning combination along a line 

20 and change the quantity of game media disbursed upon completion 
of this line and the fun of a ^puzzle game" of pondering how to 
shift the cells to form a winning combination by which a game media 
disbursement of highmultiplication factor canbe obtained, thereby 
enabling a new way of enjoying a game in which the aim is not just 

25 to complete any line among the plurality of lines in a given card 
in a '^bingo game" but in which a winning combination can be completed 
by rearranging, according to rules, the symbols displayed on the 
card and the multiplication factor of disbursement with respect 
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to the quantity of game media disbursed varies according to the 
winning combination of a completed line. 
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